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Unit 

Cost 

AtL 

Del. 

Move 

H.P. 

Fire. 

Special Features 

Prerequisite 

Obsolete 

AEGIS 

Cruiser 

100 

8 

3 

5 : 

3 

2 

Def. X 2 vs. air 1 
& missile units. 

Can see Subs. 

Rocketry 

- 

1 ^ 1 Alpine 

Troops i 

50 

5 

5 

1 i 

2 

1 

Move cost = 1/3 
(any Terrain). 

Tactics 

- 

Archers 

30 

3 

2 

1 

1 

1 1 

' 

Warrior 

Code 

Gunpowder 

Armor 

80 

10 

5 

3 

3 

1 

- 

Mobile 

Warfare 

- 

Artillery 

50 

10 


1 

2 

2 

1 

Machine 

Tools 

Robotics 

Battleship 

160 

12 

12 

4 

4 

2 


Automobile 

- 

Bomber 

120 

12 

1 

8 

2 i 

2 

c!?y"waNs. 

Advanced 

Flight 

Stealth 

Cannon 

40 

8 

1 

1 

2 

1 


Metallurgy 

Machine 

Tools 

Caravan 

50 

0 

1 

- 

1 

1 

Ignores enemy 
zones of control. 

Trade 

The 

Corporation 

Caravel | 

40 

2 

1 

3 

1 

1 

Can transport 

3 ground units. 

Navigation 

Magnetism 


160 

1 

9 

5 

4 

2 

Can transport 

8 air or 
missile units. 

Advanced 

Flight 

1 - 

Catapult 

40 

1 6 



1 

1 

- 

Mathematics 

Metallurgy 

[••^l^l Cavalry 

60 

1 ® 

; 3 

2 

2 

1 

- 

Tactics 

Mobile 

I Warfare 

j Chariot 

30 

1 3 

1 

i 1 

2 

1 

1 

- 

The Wheel 

j Polytheism 

|. ;':i^j||fe' 1 Crusaders 

40 

5 

; 1 

■ 2 

1 

1 

- 

Monotheism 

■ Leadership 

|| 

us 

[i 

60 

20 

1 0 

12 

1 1 

3 

Must hit target at 
end of its turn, or 

1 end in city/Carrier. 

Rocketry 

- 

1 Cruiser 

80 

6 

! ® 

i 5 

i 3 

2 

1 Can see Subs. 

1 Steel 

Super¬ 

conductor 








mu 




—-? 

1 


1 Unit 

Cest 

AtL 

Det. 

Move 

H.P. 

Fire. 

Special Features 

Prerequisite 

Obsolete 

■ 

Unit 

Cost 

AtL 

Dot. 

Move 

H.P. 

Fire. 

Speolal Features 

PrerequisHe 

Obsolete 


Destroyer 

60 

4 

4 

6 

3 

1 

Can see Subs. 

Electricity 

- 

1 

[<^>1 Marines 

60 

8 

5 ; 

1 

2 

1 

Can make 
amphibious 
assaults. 

Amphibious 

Warfare 

- 


Diplomat 

30 

0 ' 

0 

2 j 

1 i 

1 

Ignores enemy 
zones of control. 
Diplomatic functions. 

Writing 

Espionage 

a 

W »ry 

50 

6 

6 

3 

3 

1 


Labor Union 1 

- 

1-^ 

Dragoons 

50 : 

5 ' 

2 i 

2 

2 

1 

- 

Leadership ; 

Tactics 

i 

[- I Musketeer 

30 i 

3 ; 

3 ; 

1 

2 

1 


Gunpowder ; 

Conscription 


Elephants 

40 

4 

1 

2 

1 

1 

- 

Polytheism 

Monotheism 

I 

I 1 Nuclear 

I Missile 

160 

99 

0 

16 

1 

1 

Must hit target at 
end of its turn, or 
end in city/Carrier. 

Rocketry 

- 


Engineers 

40 j 

0 

2 

2 

2 

1 

Terrain improvement. 
Ignores enemy zones 
of control. 

Explosives j 

- 


1 gSH fafa- 

I troopers 

60 

6 

4 

1 

2 

1 

Can make 
paradrops. 

Combined 

Arms 

- 


Explorers 

30 

0 ^ 

1 

1 1 

1 ' 

1 

Move cost = 1/3 
(any Terrain). 

Seafaring 

Guerrilla 

Warfare 


1 P^iTisans 

50 

4 

4 

1 

2 

1 

Ignores enemy zones 
of control. Move 
cost = 1/3 (any Terrain). 

Guerrilla 

Warfare 

- 


Fanatics 

20 

4 

4 

1 ; 

2 

1 

No support 
required under 
Fundamentalism. 

; Fundamen- ' 
: talist Gov’t. 

- 


1 Phalanx 

20 

1 i 

2 

1 

1 

1 

- 

Bronze 

Working 

Feudalism 


Fighter 

60 

4 

2 

10 

2 

2 

Can attack 
air units. 

Ignores City Walls. 

Flight 

Stealth 


1 Pikemen 

I 20 

1 

2 

1 

1 

1 

Def. X 2 

vs. mounted units. 

Feudalism 

Gunpowder 


Freight 

50 

0 

1 

2 

1 

1 

1 Ignores enemy 
zones of control. 

The 

Corporation 

1 - 


1^1^ Riflemen 

i 40 

5 

4 

< 

2 

1 


Conscription 

- 

m 

Frigate 

50 

4 

2 

4 

2 

’ 

Can transport 

2 ground units 

Magnetism 

Electricity 


|-^^j Settlers 

' 40 

0 


' 

2 

1 

Terrain improvements. 

- 

1 Explosives 


Galleon 

40 

0 

2 

4 

2 

1 

Can transport 

4 ground units 

Magnetism 

Industrial¬ 

ization 


Spy 

30 

0 

0 

3 

1 

1 

Ignores enemy 
zones of control. 

Spy functions. 

Espionage 

- 


Helicopter 

100 

10 

3 

6 

2 

2 

Can see Subs. 
Ignores City Walls. 

Combined 

Arms 

- 


Stealth 

Somber 

160 

14 

3 

12 

2 

2 

Ignores 

Ci^ Walls. 

Stealth 

- 

s 

Horsemen 

20 

2 

1 

2 

1 

1 

- 

; Horseback 
Riding 

Chivalry 


i 

II 

1 80 

8 

3 

14 

2 

2 

Can attack 
air units. 

Ignores City Walls. 

Stealth 

- 


Howitzer 

70 

12 

2 

2 

3 

2 

Ignores effects 
of City Walls 

Robotics 

- 


Submarine 

60 

10 

2 

3 

3 

2 

Invisible to most enetny 
ships. Can transport 8 
missile units. 

Combustion 

- 


Ironclad 

60 

4 

4 

4 

; 3 

^ 1 

i 

Steam 

Engine 

Electricity 


Transport 

1 50 

0 

3 

5 

3 

1 

Can transport 

8 ground units. 

Industrial¬ 

ization 


1 Knights 

40 

4 

2 

2 

1 

h 

- 

Chivalry 

Leadership 


Trireme 

40 

1 

1 

3 

1 

- 

Can transport 

2 ground units. Must 
end adjacent to land. 

Map Making 

Navigation 


1 L.g,o„ 

40 

! 4 

2 

1 1 

1 


- 

Iron 

Working 

Gunpowder 


Warriors 

'■ . 

! 10 

; 1 

1 

1 

\ 

1 1 

- 

- 

i Feudalism 








































































































































































